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Beings of Pak magic once ruled the world with 
power and command. But power rarely leads to 
contentment... A dispute amongst these beings 
turned into an all-out war. Beasts of doom, knowh 
as Espers, were created and unleashed to do the { 
bidding of their masters. This "War of the Magi" > 
reduced the world to, smoldering rubble. | When it ” 
ended, the Espers were gone, as were most of the 
citizens of the world. . ; 
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lany centuries have passed since the war. Civiliza- 
\ tions have been rebuilt with iron, machir 
*! technology. For years the Espers have existed only in 
5 ancient legends.” Now, an Es per has been discovered 
* ‘and the forces of magic are beginning to return. The V2", 
~ risk of another, more devastati is growing. The a we 
és 
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There are two main types of actions that you'll 
experience in playing Final Fantasy Ill: fighting and 
traveling. The methods of control are different for each G 
activity. Here’s a basic rundown: : 
Super NES Controller ay 


Use the Control is to’ ave 

‘our party across the field;{to @ 

Control Save! the cursor, f mel b 

Pad screens and to stee : 

and Airships. 

The main function of th fart Button 

to pause the action in battle|scenesPress— 
Start the Start Button for a,b ile 

Button [BYalera fighting. You_canvals 

turn the field maj 
traveling and toc 
tering proces: 


ji” 
the Select B 


Pres: Button f 
Sel ect Ae screens wit list 
Aataamg (0 scroll the length of an _— 


entire screen. pe 


In fighting scenes, you can press the L 
Button or the R Button to make a spell 
affect all of your enemies. You can also 
attempt to run from a fight by pressing 
and holding both buttons. 


Use the X Button to go to the subscreen 
while you're in the ie or in towns. 
The X Button also allows you to go to 


the action inside the flying Airship and 
to skip party members in battles. 


In multi-party battles, you can switch 
from one party to the next by pressing 
the Y Button. You can also use it to 
show the Magic Points needed for 
spells in the spell list. 


The A Button is the main action 
button. With it, you can talk to 
villagers, open treasure chests and 

Button push switches. You can also use the 
A Button to confirm choices in all 
menus and the subscreen. Move the 
cursor to the appropriate space with 
the Control Pad, then press the A 
Button to make the selection. In 
vehicle driving scenes, the A Button 
allows you to make the Chocobo or 
Airship move forward. 


Inmost cases, the B Button cancels the 
last choice you mde. It also lets you 
climb off Chocobos and the Airship. 


creas Name Inpu t 


When a new character is introduced into the game, 
you can keep the pre-set name by pressing the Start 
Button, or change the name to something else. 


Use the A Button to confirm each 
A Button letter and move on to the next space. 
You can erase a letter in the name and 
B Button move back one space with a tap of the 
B Button. 
Move the cursor through the alpha- 
Control Pad bet with the Control Pad. 


Selamsitiacee Dress the Start Button when you have 
arrived at a name to your liking. 


You can stay with the name that appears automati- 
cally or cae the name. The name must be made of 
six or fewer letters. 


Special , 
conias Vehicles 
When you're riding Chocobos or Airships, enemies 


in the field cannot attack. Both types of vehicles are 
controlled in similar ways. 


i Chocobos 


The Chocobo is an ostrich-like bird 
that travels on the ground. When you 
dismount, it will run back to its stable. 


Press Up to Press A to 


FA move forward. move forward. 
Press Left and Press B to 
+> Right to turn. dismount. 


Airships 


When you secure the Airship, you'll be 
able to explore the world quickly and 


freely. 
Press Up or Down Press X to switch 
v 4 to adjust height. your view to the in- 
Press Left and se 
Sb > Right to turn. Press Y to turn the 
Airship when it's not 
Press A to move moving. 


forward. 


Press B to leave Use these to make 
the Airship. L/R high-speed turns. 


Getting Started 


The game pak’s built-in battery holds as many as three 
saved game files. If there are saved files, you'll have 
the choice to continue a quest or start a new game. 


Beginning Anew 


If there are no saved files, the 
game will begin with the intro- 
ductory story, without showin; 
the saved file screen. Shortly HJ 
ter you begin, you'll arrive at a 
place where you can save the 
game to a new file. 


Continuing a Quest 


If the battery is keeping one or 
more saved files, you will have 
the option at the beginning of the 
game to choose a file and con- 
tinue a quest. Move the cursor to 
the desired file and press the A 
Button. 


You can start a new game even if 
the battery is keeping saved files. 
Move the cursor to the New Game 
option on the saved file screen 
and press the A Button. The game 
will start from the beginning. 
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Saving Progress 


When you save the progress of your adventure, you 
can replace an old file or choose an empty file. The 
Save option is on the subscreen. If the option is 
highlighted, you can save the game by moving the 
cursor to the word “Save” and pressing the A Button. 


You can save your progress at any time in the field or 
at specific “Save Points.” If the Save option is avail- 
able, the word “Save” will be highlighted on the 
subscreen. 


The Field _| Save Point 


- 


The subscreen gives you access to important information 
about your party and allows you to make decisions 
relating to the party and the game in general. Press the X 

Button to enter the subscreen. 


See Page 16 
See Page 18 
See Page 20 
See Page 22 
See Page 24 
See Page 26 
See Page Il 


Play Time Steps / Gold 
This entry keeps tabs on 
time invested in playing 
up to your current posi- 
tion. 


In this section of the 
subscreen, you can ex- 
amine the members of 
your party and take a 
look at their current sta- 
tus. 


Here you can see how 
many steps your party 
has taken and examine 
your wealth. 


The name of the charac 
ter is shown here. If. 
you've changed the nai 

the new name will 
displayed. 


As your character gains 
experience, his or her 
experience level increases 
as shown here. 


This depiction of the 
character's face isa good 
representation = what 
the character loo! 


like. 7 ° 
eae Hit Points 


This entry shows the Hit 
Points that remain for the 
character and the Hit 
Point maximum. 


Magic Points 


Current Magic Points and 
current Magic Point 
maximums are shown 
here. 


Order in the Ranks 


The members of your party can be positioned in any 
order you wish. Only the character in the lead will be 
shown as the party marches through the field. 


Press Left on the Control Pad. 
The pictures of the part 
members will shift to the right 
and the cursor will appear on 
the left. 


Move the cursor so that it 
points to one of the charac- 
ters you would like to move, 
then press the A Button. 


Move the cursor so that it 
points to the other character 
involved in the switch, then 
press the A Button again. 


Front / Back 


The members of your adventuring party can storm up 
to the front of every battle or they can stay back and 
take a more defensive position. This posturing dictates 
the amount of damage they will take and inflict. 


Move the cursor so thatit points The fighter in question will 
toone of your fighters, press the change from the front to theback 
AButton twice. or from the back to the front. 


A position on the front lines of By stepping to theback, fighters 
the battle means a fighter will can be more defensive, taking 
inflict as much damage as _andinflicting about half as much 
possible on the enemies. damage. 


Item Screen 


Special items can be used to 
recover Hit and Magic Points, 
and to cure your characters 
from various states. Items, un- 
equipped Weapons and Rel- 
ics are shown on the Item 
screen. 


Segue | UE Ghiicbids shell 


Fecowers se 0) 


All of the Items in 
your party's 
possession are 
shown in this list. 
Use the ControlPad 
or the L and R 
Buttons to scroll 
through the list. 


This line explains the 
) use of the currently 
selecteditem. 


The Item commands allow you to 
use Items, change the order of the 
list and display those Items in the 
list which are very rare. 


Seo He Gubbio Ghile 


FECOUer = oO 5 


Press the B Button to make the Choose acommandandpress the 
cursor go from the Item list to AButton toenact that command. 
the Item commands. 


All 4 the Items which are 
highlighted at any one time 
can be used. Choose an Item, then select the character who 
will use that Item. 


Move the cursor so that it points 


to the desired|tem, thenpress A. the Item, then press A again. 


Weapons, Armor and Relics 


Unequipped Weapons, Armor and Relics appear on the 
Item list. You can examine their properties from the list. 


Sleeping Baa: 7 


ij 


Movethecursorsothatitpoints Push A twice, then Left to list 
ip Fd Weapon, type of Armor or the properties of the Item. 
elic. oe 


The Arrange option orga- 
nizes the Items in your list 
into groups of Items of simi- 
lar types. 


Special skills of your party 
members are accessible from 
the subscreen. Individual 
skills are also included as 
battle options. 


Once you've switched to the Skills You'll have the option to look at 
option, select a character and press highlighted Magic powers, Espers and 
the A Button. any other Skills. 


Espers Mysterious beings known as Espers give Magic 
powers to fighters in your party when they are 


equipped by the fighters. 


lie staisanial utiaes 


Equip a character with an Esper WhenenoughMagicPointshavebeen 
and accumulate Magic Points. earned, the fighter equipped with the 
Esper learns the Esper’s spells. 
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Some characters automatically learn the 
use of Magic Spells. Others must be equipped 
with Espers in order to learn Spells. 


Choose a Spell from the list and Your target will vary depending 
press the A Button. ‘on the nature of the Spell. 


This special ability is unique to the 

SwdTech character Cyan. He will learn up to 

See Page 62 eight powerful sword techniques over 
the course of the adventure. 


The Blitz technique is used by Sabin. 
After you choose to Blitz, you must 
See Page 60 press a series of buttons in order to 
enact one of up to eight techniques. 


The character Strago is capable of 

Lore learning up to 24 different Spells from 
See Page 70 enemy characters. In order to learn a 
Spell he must survive its power once. 


Gau is a resident of the Veldt who can 
5 learn the fighting techniques of other 
See Page 64 Veldt characters. 


The character Mog can quickly learn 
Dance powerful, magical dances in each of 
See Page 56 the eight areas of the World. 


Equipping Fighters | 


A fighter can hold equip- 
ment in each hand and wear 
Armor on his or her head 
and body. Equipping fight- 
ers increases their offensive 


and defensive power. 
Equipment 
Commands 

Current 

Equipment 

quip The Fighter 

Current 
Powers 


[_Equip | The Equip command puts equipment on the 


selected fighter. Different pieces of equipment 
affect the fighter’s powers in different ways. 


Select the hand, head or body to 


g Yellow numbers indicate added 
be equipped and press A. 


strength. Gray numbers indicate 
less strength. 


The useful Optimum command equips the 
fighter in question with the available Items 


that can add to that fighter’s powers in the best possible way. 


Choose the Optimum command The fighter will wear all of the 
and press the A Button. best available equipment. 


By using the Rmove command, you can take 
Rmove away a particular piece of equipment from the 
selected fighter. 
[Empty ] Use the Em ty command on a fighter to 
remove all oft at fighter’s current equipment. 
Then re-equip the fighter anew. 


+} Press Left when the Press the A Button. A list 

flashing on of the fighters and their 
the word "Ec "This willmake currently equipped items will 
the cursor point to all fighters. appear. 


Relics 


Relics are items that, when 
equipped, give fighters spe- 
cial abilities. Each fighter 
can be equipped with up to 
two Relics at once. 


Select a Relic and press A. The Genji TheRelic will workits magic andimpart 
Glovein this example allows a fighter a special ability on the fighter. 
to carry a Weapon in each hand. 


| Powers | Some Relics are best suited for particular 
characters, changing that character's special 


Change powers. The TI ifs Glove, for example, 


makes Locke’s stealing capability more pow- 
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As is the case with Weapons and Armor, 
some Relics change a fighter’s offensive and 
defensive strengths. You can see these 
potential changes before the Relics are offi- 
cially equipped. 


besten stett or 


Some Relics add to a fighter’s The yellow numbers indicate an 
offensive and defensive increase in power. 
strengths. 


i While all Relics have their good points, 
Relics to there are a trio of Relics which are paties 
| Relish _| larly useful. They are: 


Sprint Shoes 


When any character in your party is equipped with this 
fast footwear, you'll move with twice as much speed in 
in all areas except the overworld. 


Wall Ring 


The incredible Wall Ring Relic makes enemy Spells 
bounce off of the equipped fighter and shoot back at the 


Black Belt 


The magic of the martial arts makes a fighter who is 
equipped with the Black Belt randomly counterattack 
when hit. 


is} 
g 
SS 
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The Status screen clues you 
in on the experience, power 
and abilities of the members 
of your party. You can ac- 
cess the information from 
the subscreen. 


Character 
Name 


A fighter’s level of experience and his or her Armor and 
Weapons contribute to offensive and defensive powers. The 
Status screen allows you to analyze those factors. By looking 
at the Status screen, you can determine the strengths and 
weaknesses of the fighter in question. 
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ry The Experience level of your fighter directly 
1 Experience affects his or her maximum Hit Points, Magic 
Points and offensive and defensive powers. 


This entry lets youknow thenumber of points 


2 Next Level your fighter needs to reach the next level. 


Vig A fighter’s Vigor relates to his or her general 
Ig strengths and abilities to take and inflict 
damage. 


If your fighter has a high Speed rating, his or 
Speed her Power meter will rise quickly after each 
attack in preparation for the next attack. 


+ ie) 
= 


; If your fighter has a high Stamina level he or 
5 Stamina she will gain more Hit Points with the next 
rise in Experience Level. 


MagicPower indicates the offensive strength 
6 Mag. Power of your fighter’s Magic abilities. It should be 
low for fighters that don’t use Magic. 


Battle Power relates to your fighter's total 
Yj _Bat. Power attacking power. If it’s high, he or she will be 
a powerhouse with the Fight command. 


The Defense rating shows your fighter’s 
Defense current defensive power, takingintoaccount 
the Armor that he or she is wearing. 


The Evade rating shows the percentage of 
9 Evade enemy attacksaimedat the fighter inquestion 
which are likely to miss. 


Magic Defense relates to the power of the 
10 Mag. Def. fighter’s magic abilities to ward of f or weaken 

enemy attacks. 

Magic Blockis th tage of Spells 
Il M Block gi is the percentage of enemy Sp 


directed at your fighter and which are likely 
to fizzle out before they can cause damage. 


Config Screen 


Several features relating to 
the performance of the game 
can be adjusted in the Config 
screen. There are two “pages” 
of adjustable entries. 


7 
Fast 
1 


Window 


The two possible settings for Battle Mode 
Bat. Mode are “Aettve” and “Wait.” These settings 

relate to the attack methods of your en- 
emies. If the Battle Mode is set on “Active,” 
the enemies will attack whenever they 
have the power to do so. If the sefhing. is 
“Wait,” the enemies will not attack while 
you are accessing menus in the middle of 
a fight. 

Active 

Active mode allows enemies to 

attack at will in Fighting scenes, 

whenever they have enough 

power. 


Wait 

Wait mode keeps enemies from 
attacking when {pute looking 
through Item and Magic menus. 


"all i The Battle Speed determines how quickly 
| Bat. Speed battles will a played out. 
Feet, 
iiMse Speed Message Speed makes screen text appear 
x ——-on.the screen at various speeds. 
PS Xe N 


; \ Wwa. Command Set options are “Win- 

‘iL Cmd. Set daw vand™Shor aT hese o, tions relate to 

Phe wayleommandsarelaid out in fighting 

isceness line Wind WS ‘onfiguration is 

default methodfofdisplaying the com- 

mt mand ssihiex Short yconfiguration features 

> (i shorter (\winndo vith’ commands ar- 
r ‘din. | ore compact manner. 


The Command Set option allows In the “Short” set-up, the fight 
you to choose between the commandsarearrangedina three 
“Window” or “Short” set-ups. line format. 
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5 This option allows you to turn off the 
Gauge power bar which shows the progress of 


your fighter returning to battle strength. 


When the Gauge optionis on, you 
can monitor the return to battle 
strength of each fighter. 


When the Gauge option is off, 
your current Hit Points and 
maximumHit Points are displayed. 


The Sound option allows you to switch 
Sound from stereo to mono output. 

With this option, you can make the cursor 
Cursor “remember”. its position in a particular 


situation. This feaure is ial if you 
always use a fighter to attack or defend in 
a certain way. You can set it up once, then 
simply press the A Button repeatedly to 
carry out the action. 


= 
[ Re-equip | When the Re-equip option is set on Opti- 
mum, the game will automatically re-equip 
your fighter with optimum pieces when 

you equip power-changing Relics. 


While Final Fantasy Ill is generally a 

Controller single-player game, you can ne the Con- 
troller option to set the game up for use 
with two controllers in fighting scenes. 
The multi-controller feature allows you to 
assign individual fighters to Controller | or 
Controller 2. 


The Magic Order option affects the format 
of the Spells list. The configurations give 
varying priorities to different types of 
Spells. While one configuration puts heal- 
ing Spells at the top of the list, followed by 
attacking Spells and effect Spells, another 
configuration reverses the order. There 
are six configurations in all. 


This option allows you to select one of 
eight different designs for window back- 
grounds. 


ing in the game text (“font”) and the 
borders around the edges of the windows. 


Once you've set all of the configurations to 
your liking, make sure to use the Save 
See Page Il option on the subscreen to secure all of 
your choices. 


With the Color option, you can change the 
Color entire background, the color of the letter- 
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When monsters attack, the encounter will take place in the 
fighting screen. This is where your preparation and battle 


strategies pay off. 


Brey attackers 
usually appear on 
the left side of the 
screen. Hh they am- 
bush, they ‘could 
appear on the right 
side or surround 


your party. 


S} 


When the members 
of your party are 
energized toa point 
where they can 
make a battle ac- 
tion, their options 
appear here. 


Several types of 
enemies may be at- 


tacking at once. The 
names of the en- 
emy typesare listed 
in the lower-left 
section of the 
screen. 
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Enemies and mem- 
bers of your party 
take turns carrying 
out battle actions. 
The current action 
is shown here. 


The members of 
your party are 
shown on the right 
side of the screen, 
unless they've been 
ambushed. Their 
appearance indi- 
cates their current 
state. 


Information relat- 
ing to the current 
Hit Points and 
battle readiness of 
your party mem- 
bers is shown in 
the lower-right sec- 
tion of the screen. 


your party are forced to fight them off 


| When enemies attack, the members of 
ina face-to-face battle. 


. g When the gauges of 
Renner 4 zt ‘ your fighters are full, 

= they're ready to 
rumble. A list of possible 
commands for each fighter 
then appears. 


Every fighter 
has the option 


to Fight, use 
an Item or 
practice a 
special Skill, 
When _ the 
action for a 
fighter or an 
enemy has 
been decided 
upon, the 
fighting 
begins. 
If your party manages to 
Fa defeat all the attacking 
g) be won. 
Victory brings Gold, Experience and 
Magic Points and, occasionally, aspecial 


Item, Weapon or piece of Armor. 
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Fighting Commands 


==] When a member of your party is powered- 


r up and ready to fight, a list of commands 

ee will appear in the lower-left section of the 

fighting screen. It's up to you to decide 

rem exactly how your fighter will contribute to 
the effort. 


A fighter given the command to “Fight” 
jumps into the middle of the action and hits 
the chosen target with his or her Weapon. 


Many of the fighters in your party will 
have special Shils which will Felp them 
dispatch enemy attackers. These Skills 
citer cause more damage to the enemies 
than a standard attack. 


while few of 
your fighters 
will have Magic powers at the 
beginning of the adventure, they 
will have the opportunity to learn 
Spells from the Espers. After 
you've selected Mane as a fight- 
ing command, you'll have a list of 
available Spells to choose from. 


Magic only attack 

once in every 

enemy encounter. Press Up on 

the Control Pad in the Magic 

menus to access the equipped 
Espers. 


When chosen, 
Esper Espers can 


Most of your special Items will provide 


Health and Power for the members of your 
party. When you use Items, you'll be able 
to target one of the fighters in your party 
to be the recipient of that item. 


Items generally add power to your 
party members or cure them from 
abad state. They often prove to 
be useful in long, tough battles. 


When you're in the Item list, you 
can manage your Weapons by 
pressing up on the Control Pad. 


By pressing Left on the Control Pad, you 
Row can instruct a fone to step to the back 
row when it’s his or her turn to fight. 


7] Press right on the Control Pad to command 
Defense a member of your party to set up a 


defensive position. 


If you're not ready to fight, press and hold 
the L and R Buttons. The members of your 
party will attempt to make a run for it. You 


can continue to fight while your party 
members try to flee. 
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Enemies can trigger a variety of damaging “status 
changes.” If you have access to the right Items or 


Spells you can correct negative conditions. 


Condition 


Float 
Petrify | | 


Effect 


You can defend against the 
awesome powers of aQuake spell 
by casting Float on the members 
of your party. 


This strange condition turns your 
fighters into statues, so that they 
cannot move or attack. Use Soft to 
make them return to normal. 


- o 


The Imp_ spell turns the spell 
recipient into an Imp. If you wish 
tocure the condition, you canuse 
aGreen Cherry. 


Clear Fl 
Poison [25] 
Zombie Fee] 


Dark 


Eyedrop does the job here. c | 


Clear makes the targeted fighter 
invisible. Use Remedy to cure this 
condition. 


Poisoncauses themembers of your 
party toloseHit Points duringbattle 
and with every step they take. An 
Antidote will set things right. 


Fighters in a Zombie state are 
uncontrollable. A shot of Revivify 
will bring a Zombie back to his or 
her normal state. 


Ink-shootingenemiescancover the 
eyes of their opponents, making 
themmiss onmany of theirattacks. 


ip Frembeyof your erty Nas lest 

all of his or her Hit Points, he or she 

Wounded is “wounded.” Fenix Downwillcure 
this condition. 


sone snamias:canicause your 

ighters tonodoff. Theonly action 

Psyche that will wake them upis a direct 
attack. 


Iiladies fighters actack Monsters 

and members of their own party. 

Muddled A Remedy is a useful counter to 
this condition. 


A Mats condition: svences the 

jagic powers of your party 

Mute members. Echo Screen will give 
them a voice again. 


pondemned patty members) wil 
jose all of their Hit Points if the 
Condemned countdown above them reaches 


zero. 


This condition makes fighters go 
Berserk wildly out of control. Use Dispel 
to bring them back to normal. 


Fighters that have been targeted 


by a Slow spell will be slow to 
Slow return to battle readiness after 
they make a move. 


if your fighters have been ney 

‘top, time is standing still for 

Stop them. Use Dispel to get the clock 
ticking again. 


Youcanuise legenon the membets 

of your party tomake them regain 

Regen Hit Points at regular intervals 
during a fight. 
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Village Locations 


There are several villages in the world of Final 
Fantasy Ill. In addition to gathering important infor- 
mation from the villagers on the streets and in houses, 
you can revitalize the members of your party at Inns 
and purchase Items in shops. 


Inns 
If the members of your party are suffering 
rom a negative change in Status or if their 
Hit Points or Magic Points are low, you 
can power them up for a small fee at an 
Inn. 


Weapon Shops 


Weapon shops offer a variety of powerful 
items that will add to the performance of 
your fighters in the field. If you're low on 
cash you can sell old Weapons for half 
theitypurchase price. 


While you're shopping for Weap- 
ons and Armor, you'll notice a line- 
up of fighters at the bottom of the 
screen. Each fighter will raise his 
or her arms if he or she can be 
equipped with a particular item. 


36 


Armok Shops 


If you're in the market for protective gear, 
an Armor Shop is the place to be. Look 
through the list of items available and 
purchase thesitems which will be of the 
greatestbenefit to your party. 


Item Shops 
Items are genelilly used to replenish Hit 
Points and to cure fighters from changes 
in Status. Stock up with as many Items as 
youcan afford before you venture into the 
unknown. 


Relic‘Shops 
Every fighter in your party can equip up 
to two Relics. Buy as many different types 
of Relics as you can afford and use them 
wisely. 


Chocobo Stables 


Chocobos are available in a few villages 


and remote forest locations. For a fee, you WR 


can hop onto a Chocobo and ride across 
therfields, free of enemy intervention. 


Cafes 
While you're in town, make sure you visit 
these establishments to catch up on cur- 
rent events. 


Items 


You can hold up to 99 of each type of Item. They can 
be found in Item Shops and Treasure Chests. You can 
also earn some Items by defeating enemies. 


Item Effect Cost 

This item reverses the effect of an Imp spell, changing 

Green Cherry animp fighter back to normal. 150 
m1 If a magic user drinks a Tincture, he or she will recover 

Tincture 50 Magic Points towardhis or her current maximum. 1500 
This powerful potion recovers all of the targeted 

X-Ether fighter’s Magic Points. "No Cost 
A standard Ether potion will recover 150 Magic Points 

Ether for the targeted Magic user. No Cost 
: If you find an X-Potionin the field, you canuseit to fully 

X-Potion recover the Hit Points of a fighter in your party. No Cost 
uss The power-packed Elixir recovers Hit Points and Magic 

Elixir Points fully for the targeted party member. No Cost 
If your party members have been petrified, you can 

Soft bring them back to normal with this item. 200 
You can set a smoke screen in a battle with this 

Smoke Bomb explosive device and escape unharmed. 300 
Toss this bouncing sphere at attacking enemies andset 

Super Ball themuptorbig damage 1000 
7 Ifamember of your party has fallenunder the power of 

Revivify the Zombie spell, you can use Revivfy to counter the 300 


effects. 


Use a Warp Stone to escape quickly from an enemy 
Warp Stone confrontation or an underground maze. 700 


By pitching a tent at save points or in the field, you can 
Tent recover yourentireparty’sHit PointsandMagicPoints. 1200 


Item Effect Cost 

Antidote thopusonwiananigotes ns Yousanecunerset 59 
Sleeping Bag fintstaonenenberetyourpsty. "500 
Potion fae recovers 250 Hit Points for the targeted 300 
Remedy Matus change wit teexceptionof tie Zonbiespel,. 1000 


Fenix Down 


Awounded fighter will be on theroad torecovery after 
arest iin these curative feathers. 


Dried Meat 


This food item gives the receiving party member 
recovery of 150Hit Points. 


; If a member of your party sips a Tonic, he or she will 
Tonic recover 50 Hit Points. 50 
ae The mysterious Magicite calls on arandomly selected 
Magicite Esper for a quick blast of magic. No Cost 

Use anEyedrop to take away the mask of ink wornby a 
Eyedrop fighter who has been stricken with Dark. 50 


Echo Screen 


When aMuted fighterishit with the Echo Screen, he or 
she is able to use Magic once again. 


Megalixir 


‘AMegalixir instantly recovers all Hit Points and Magic 
Points for your party. 


No Cost 


Rename Card 


This elusive item allows you to rename the characters 
that have joined you in your journey. 


No Cost 


Shadow Edge 


Use the Shadow Edge to spread shadows out across 
the battle field. 


Fire Skean 


Your enemies will feel the heat of a fire attack when 
you use this item, 


Inviz Edge 


The fighter who throws this item will be invisible to 
attacking enemies, 


Item Effect Cost 


Water Skeani Tossthisiteminto the fray forapowerfulwaterattack. 150 


When fighter throws thisitem, you'll have help from 
Thunder Edge aiightning and thunder blast. , 500 


Relics can be equipped by members of your party two 
at a time. They impart a variety of different abilities. 


Item Effect Cost 


When a member of your party wears an Amulet, he or 
Amulet she's protected from Polson, Dark and Zombie, 5000 


Back Guard _ This item protects your party from Back Attacks 7q9¢ 


and Pincer Attacks. 
A Wearing the Rage Ring will give more power to 
Rage Ring Umaro's Rage attack. No Cost 
. Earrings allowMagicusers tocauseextradamagewith 
Earrings offensive spells. They're more powerful when paired, 2000 


i When a fighter wears Running Shoes, he or she has 
Running Shoes jf? power of the Haste spell. 7000 


Offering The mighty Offering relic gives extra power to the 


bearer’s Fight command. No Cost 


Wear the Marvel Shoes and marvel at their 
Marvel Shoes ‘iersuictanle stects No Cost 


Whileholding the Gauntlet, a fighter canholdone Weapon 
Gauntlet with two hands, causing more damage per swing, No Cost 


A member of your party can cause additional damage 
Atlas Armlet (hie fightingithe or she's wearing thspowerfulters, 5000 
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Item Effect Cost 

Gold Hairpin Augisremtepatadinnye carota a cg 
Goggles Fontes ween Goggles can protect against the 500 
Crystal Orb Row aherosesmninm i Fait a cg 
Merit Award the Matt Award allows the bearer to wear heavy No Cost 
Exp. Egg is ramazing Exp: Eo doubles the Experience Points ie Cost 
Genji Glove Synasletinterstwe-tetearesten wet cn 
Blizzard Orb nse eee ir Neco 
Jewel Ring Wearing the eel ing will protect the bearer from ayy 
Sniper Sight Seueriegcmmtel se gistenad 3000 
Economizer —NealitsitsspolleoststooneMogcPant each, No cost 
Safety Bit tiaduhichwauldhaveintictedmortldamagen No Cost 
Gem Box [osielie adds power to all Magic Spells cast by the nee 
Zephyr Cape Wcahucursars scant’ © 7999 
Charm Bangle Siga'tsvete, ara aathe Eo cu 
Tintinabar — Hesrervecoverstitomtowitnevery steps No cost 


Item Effect Cost 


‘ When anyone in your party wears Sprint Shoes, your 
Sprint Shoes party willwaktwiceas test asbetere 1500 


A fighter with a Sketch command can change it to 
Fake Mustache ontfa\wte wearing the Fake Stache, eat 


A fighter who bears the Cherub Downhas the power to 
Cherub Down ¢astarioat spell 6300 


Cure Ring When a member of your party wears the Cure Ring, he 


or she can cast a Regen spell. No Cost 


. When Locke wears this ring, he has a higher success 
Sneak Ring _tatewhileusing his abiity te Steal 3000 


Thief Glove The Thief Glove changes Locke’s Steal command to 


Capture. NoIogt 


. This item of fers protection to members of your party 
True Knight — Whoarelow ontit Ponts, 1000 


Cursed Ring — TheCursedRing, being true toits name, is cursed. No Cost 


Hyper Wrist When fighter wears the Hyper Wrist, his or her Vigor 8000 


When a member of your party wears the Gale Hairpin, 


Gale Hairpin your chances of making preemptive attacks are 8000 
greater. 


jer Ri The Barrier Ring casts a Shell spell when the weareris 
Barrier Ring  (wontitPanis, 500 


Dragon Horn. {"2/ishterseainpedwiththeDragonHors,teorshe cag 


will jump at every opportunity. 


: The bearer of the Fairy Ringhas protection fromPoison 
Fairy Ring andbark spells. 7000 


j i This powerful Relichasmysteriouseffects ded 
Relic Ring jigeyiitemasmr ened 


This martial arts powerhouse makes the bearer fight 
Black Belt back automatically when hit. 5000 


Item Effect Cost 


‘ The wearer of the Hero Ring is given increased power 
Hero Ring for Fight and Magic commands. No Cost 


A <1, The wearer of the Czarina Ring casts Safe and Shell 
Czarina Ring speiswhenhis or her Hit Points are low. 3000 


‘ The power of the Guard Ring causes the bearer tocast 
Guard Ring sate spell when his or her Hit Points are low. 5000 


Coin Toss The Coin Toss relic changes Setzer’s Slot command to 


GP Rain. Noigoet 


Whenamember of your party is equipped with the Star 
Star Pendant Pendant, he or she is protected from Poison. 500 


j This cloth shield protects the wearer from the power 
White Cape of Imp and Mute spells. 5000 


Muscle Belt The bearer of the Muscle Belt can add 50% to the 


total of his or her maximum Hit Points. Deicest 
Pod Bracelet Misminnigsrasyy‘entw eter cy 
Beads Beads give the wearer a better chance of avoiding 4g qq 


; Mithril Glove phe Mitng Glove ceste'a Sefel spell when fs bearers 700 


Marvel Shoes The mysterious Marvel Shoes have unpredictable 


powers. Soeoes 


Moogle Charm If the leader of your party wears the Moogle Charm, No Coat 


your party will be protected from random attacks. 


A Thebearer of the Peace Ringis protected fromBerserk 
Peace Ring —aniMuddle spells. 3000 


Ribbon The Ribbon protects the wearer from all status 


changing ailments. No Cost 


These ai : ‘ 
Dragoon Boots hese fifty boots change the Fight command into a 9000 
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The magic force of the Espers can 
be learned by fighters who are 
equipped with Espers while they 
earn Magic Points. Whena fighter 
learns 100 percent of an Esper’s 
spell, he or she can use the spell. 

BSR sper atime. Sect he Boyer command 
from the Skills heading for a particular 
fighter and move the cursor to an Esper 


that is highlighted, then press the A Button 
to equip that Esper. 


Drove eterrent en ett Recovers 


eantdot 


Select from the list an Esper whichis While you wear the Esper, Magic 
not already being worn by a member Points youearnwillgo towardlearning 
of your party, then press A. the Esper’s spells. 


As your fighters increase 
their Experience Levels, 
some Espers will reward 
them with extra powers. 


At level up...H 


4 


Listed below are the Espers and their 

Espers and spells. The numbers mae to the spells 

Their Spells are the learning rates. These numbers 

are multiplied by earned Magic Points. 

When the results reach 100, the spells 
are learned. 


Starlet 


The Esper’s Name 


Each Esper has 
as many as five 
Spells to pass 
on to the 
equipped 
adventurer. 


Antdot.. 
Scan... 


Unicorn 


Remedy “x 4 


45 


Alexandr ZoneSeek 


Rasp oe x20 
Osmose.x 15 
Shell....X 5 


Muddle.... x7 
IMP eeesereeee XS 
Float ....se0 X2 


Magic Spells 


Some warriors who join up with your party will be 
born Magic users, but the bulk of the fighters will have 
to learn Magic from the Espers. 


Spell Collection 


Every Esper offers a series of 
Spells for the wearer to learn. 
Some Spells are offered by more 
than one Esper. When a fighter 
learns 100 percent of a particu- 
lar Spell, he or she can use it. 


Different Espers, Different Speeds 


Some Spells are offered by more than one Esper, but the 
learning speeds vary. Compare the learning speeds so 
you can learn each spell as quickly as possible. 


Magic, Armor, Weapons and Items 


Some items other than Espers allow adventurers to learn spells. Try 
experimenting by equipping with a variety of Armor and Weapons. 
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Recovery Magic 
A singl Hh 
en 


much as 270 Hit Points. The casting 
costis five Magic Points. 


Cure 2is capable of 

Cure 2 reviving a fighter 

with three times as many Hit Points as 
the first Cure spell. 

This Hit Point 


Cure reviving spell is 


seven times as powerfulas the original 
Cure spell. 


5 This spell has 

Life basically the same 

effectasaFenixDown.Itbrings wounded 
fighters back to fighting strength. 


: This deluxe spell 

Life 2 revives a fighter 

from Wounded status and replenishes 
all of his or her Hit Points. 


i Life 3has the same 

= Life 3 initial effect as the 

original Life spell. It revives the fighter 
when Hit Points are depleted. 


For an affordable 
casting cost of 
three Magic Points, this spell cures 
fighters from Poison. 


The Remedy spell 

Remedy has thesameeffect 

as the Remedy item: recovery from all 
status changes except Zombie. 


R The Regen spell 
SScn revivesHitPointsat 
regular time intervals for several 
seconds after being cast. 


Enemies will be on 
the receiving endof 
ablast of heat and flame when this spell 
is cast in their direction. 


This blazing spell 
offers three times 
the blast of the first Fire spell for a 
cost of 20 Magic Points. 


Fire 3 is the 
strongest Fire 
spell at six times the power of the 
original. The cost is 57 Magic Points. 


Lightning strikes 
attacking enemies 
when the members of your party have 
the power to cast Bolt. 


The second incar- 
nation of Bolt 
Magic has three times the power of the 


first Bolt spell. 
This lightning spree 
Bolt 3 is six_times as 
powerful as the original. The casting 
cost is 53 Magic Points. 


This freezing spell is 
especially powerful 
against snakes, frogs and other slimy 
creatures. 


Ice 2 has three 
times the power of 
Ice. The casting costis 21Magic Points. 


3 This freezer is six 
L Ice times as powerful 
as the original for a casting cost of 52 
Magic Points. 
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By casting Poison 
on your enemies, 
youcancausegradual damage for acost 
of three Magic Points. 


Drain magic takes 
Hit Points from the 
enemy and gives them to the caster 
until the caster is maxed out. 


| Bio | The Bio spell is 

similar to Poison, 
causing multiple hits as time goes on, 
only itis more powerful. 


The Break spell 
Break turns enemies to 


stone at a cost of 25 Magic Points. 


The awesome 
power of Doomwill 
destroy most enemies when it hits. 


| Pearl | This elemental 
attack can be cast 
at acost of 40 Magic Points. 
The Flare spell hits 
Flare several enemies at 
once for big damage at a cost of 45 
Magic Points. 


| Demi_| Atacost of 33Magic 
Points, this spell can 

cut an enemy'sHit Points in half. 
| Quartr |] The Quartr spell is 
half as powerful as 


the Demi spell at a cost of 48 Magic 


Points. 
a This mysterious 
X-Zone spellsendsenemies 
into the X-Zone for a cost of 53 Magic 

Points. 
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With this spell, the 
battleground 
changes to outer space and a meteor 


hits the enemy target. 
This super-power- 


[ultima Bape 


tacking creatures at acost of 80 Magic 
Points. 


The ground shakes 

= and hits all ground- 

bound enemies when this spell is cast. 
This spell hits the 


enemy target with 


a tornado that takes 90 percent of its 
Hit Points. 


At a cost of 85 

Magic Points, this 
spell hits the enemy target with a 
piercing fire attack. 


Foracastingcost of 
3 Magic Points, you 


can examine the enemy's power and 
weak points. 


| Slow _| Your enemy takes 

more time togearup 

for an attack when you cast this spell. 

| Rasp _| This unusual spell 
takes Magic Points 

away from the enemy target. 

|| Mute || When an enemy is 
hit with Mute, it 

can’t use Magic to retaliate. 

| Safe _ | The Safe spell 
raises the defen- 


sive power of the targeted fighter. 


Enemies will be 

E Jknocked 
unconscious when this spell is cast 
upon them. 


Foracastingcost of 
8 Magic Points, you 


can confuse the enemies so they hit 
each other. 


Ty] The Haste spell 
__] gives the targeted 


fighter the abi ity to ready for attacks 
more quickly. 


] Foracastingcostof 
J 10 Magic Points, 
you can temporarily freeze your 


enemies in time. 
A fighter hit with a 
| Bserk | Bserk spell will 
attackbeforereceiving orders todaso. 
Thislevitation spell 
Floa jis the perfec 


defense against Quake. 


] This spell changes the % 
} target creature to or 


from the strange Imp beast. 


| Rflect ] The Rfléct spell 


reflects 
spells at acost of 22 Magic Point: 


| Shell | The Shell spell is a 


defensive barrier 


enemy 
——— 


This spell succeeds 
at slowing down 
the battle readiness of all attacking 
enemies. 


Youcan take away 


LOsmose enemy Magic 
Points with this spell. 


| The Warp spell has 
Warp the same effect as 


the Warp Stone, allowing you toescape 
from fights and caves. 


| Quick | This 99 Magic Point 


spell gives your 
party the speed advantage over 
attacking enemies... &: c 

The ‘Dispel spel 


| Dispel _| dissolve: my JS) 


spells cast on your charact 
cost of 25 Magic F © 


thatprotectsthetargetcharacterfromm™ =~ 


enemy spells. 
_| target 
porarily invisible. 


Haste 2 speeds, up 
thobattloggeaness 


of your entire party. 


Building Parties 


Adventuring parties can include up to four fighters. 
There are considerably more than four fighters who 
are willing to join up with you. At certain points, you 
can make a new party from all of the available fighters. 


Wisees) Gora Weiss 


Single out fighters from the row in You can have as.m: a 
‘at 


the middle of the screen and move adventurers in: Seat aa any 
them to the box in the lower left. one time. 
Party Planner 


There are only a few places 
where you can regroup your 
party. One of those places, the 
Airship, is mobile. If you're look- 
ing to change yon party, find _/f 
the Airship or head to Narshe._/ 


Ehengepertumemperes, 
No 


> ves 


Special Events 


There are a few instances when slightly modified 
controls or actions will come into play. They are as 
follows: 


Multi-Party Battles 


When you're managing more than 
one party in a battle against another 
multi-party side, you can switch con- 
trol from one party to the next by 
pressing the Y Button. 


Opera House and Dinner Part 


Your verbal responses will play an 
), important role in a pair of social 
circumstances. In these cases, you'll 


igiven the choice of several Hues 
e 


b 
toysay (or sip) The results of t 
$@D interaction will be dependent on your 
Z» choice of words. 
Ww 
, an! 


[Follow the Star 


a Tg to a dungeon maze is 
~ “ ANG ee 
; Brevealedsbye the flight of a star. You 
Must movexyour party in the same 
attern as\the star in order to get 
through, the\naze. 
al 


APP 


Ne) 
Look forother unusual events throughout the course of the 


\ a game. 
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Terra sce the re- 
ry i birth of magic. She has 
abilities the likes of which 


/no one in the world has 
seen before. The evil 


army has tried to har- 
ness her magic powers, 


but the magic of the 
{ Espers will see to it that 
she will escape from the 
“rs control. 


When Terra learns more 
about herself and her ori- 
gins, she will gain the 
ability to morph into a 
blazing, spirit-like crea- 
ture. SI il have twice as 
much strength in her Terra begins the Whenshelearnsto 
morph state as she has in adventure as a Morph, Terra will 


her normal form. normal creature have twice her 
with moderate previous strength. 


magic powers. 


more than 
once as he 
lifts valuable 
items and, 
sometimes, 
the clothes 
from the 
backs of un- 
suspecting 
enemies. 


Special Skill] Steal Thief Glove 


Locke can actually take possessions (Gag attacking enemies 
in the middle of a fight. His Steal skill will come in handy 


The great treasure hunter, Locke, 
doesn’t mind breaking a few 
locks in his search for fortune 
and fame. Nevertheless, he'd 
rather be called a hero than a 


Powerup Accessary 


The Thief’s Glove Relic 
gives Locke the power- 
packed Capture command. 


With the Steal command, 
Locke can remove items 
from enemies. 


Don't let his cute looks de- 
ceive you. The teddy bear- 
like Mog can fight’ with a 
vengeance, especially when 
he has learned his powerful, 


magical dances. Mog is gen- 
erally a peaceful creature, but 
he can make a big commotion 
on the dance floor. 


Mog can learn a series of dances for each of the eight types 
of terrain in the world. After he gets one good hit in a fight, 
he'll learn the - 

dances of the 

region. Then 

he'll go into 

hoofing high 

gear. 


Before he canDance,Mog Mog'sDanceswill sendhis 
has to fight and learn the audience to the floor. 
steps. 


GB Wind Song > 


In the grass fields of the world, Mog 
learns the dances of the Wind Song. 


7 This collectionof steps will blow 
Wind Slash monsters away. 


Funin the SunrecoversHitPoints 
Sun Bath forthe whole party. 
Plasma {hslitte jig sends out abot of 


devastating power. 


af ia The power of the Cockatrice 
Cockatricegance pierces enemy defenses. 


GM Forest Suite 


When Mog fights in the woods, he 
learns the dances of the forest. 


This strong blast blows leaves 
Rage into enemy forces. 
i By dancing the Wild Bear, Mog 
Wild Bear recoversthestatusol theparty, 
Fi The Elf Fire steps set the dance 
EIf Fire floor abiave, 
Wombat This fierce shuffle breaks 


through enemy defenses. 


@@m Desert Aria 


In the desolate desert regions, Mo 
learns the dances of the sand and wind. 


Enemies willbe lostin the flurry 
Sand Storm ofthis witddance i 


Wind Slash Thisblowing swingis alsopart of 


the Wind Song package. 
; The Antlion dance is another 
Antlion —_ powertulblastot wind 
i This catdancecastsHasteonthe 
Kitty party for more speed. 


GB Love Sonata a> 


Mog can learn these steps in rare 
situations when he fights in a town. 


Elf Fire 


This fiery dance is also part of the 
Forest Suite collection. 


The trapping Snare dance causes 
Snare enemies to falinatole 
This ghostly dance confuses enemies 
Specter intoattacking each other 
ir Themagicof the Tapirdancerecovers 
Tapit _ statusinall party members. 


@@™® eEarthBlucs 


The Earth Blues are learned in the 
mountain regions of the world. 
Slice Rocks dropandbow! over enemies 
Land Slide sstheresuitof ths dance 
ThisHit Point recovering danceis 
Sun Bath also eaturedinthe Wind Song. 
Sonic Boom This dance produces a 


boomerang-like weapon, 


The dance of Whump sends an 
animalattackouton the enemies, 


@@ Water Rondo m 


When Mog goes underwater, he can 
learn these dances of the deep. 


El Nino 


Whump 


These steps of the Water Family 
nd monsters into the undertow. 


‘sis the case with the Love Sonata, 
Specter specter confuses creatures 

This bolt-producing dance is also 
Plasma part or the Wind Song dances. 
Wild Bear A315 the case in the Forest Suite, 


this dance recovers status. 


@@ Dusk Requiem ™ 


Moglearns these dancesincaves. You'll 
see him use these dances first. 


Rocks fall on enemy attackers 


Cave IN whenthisdancegoesintoeffect. 
EIFFIre: Geran eect 
Snare Hamrecernto tenet 
Pois. Frog froeoutanemyiit Ponts” 


@™i Snowman Jazz 


Mog learns the steps of the Snowman 
Jazz dances in the snow fields. 


This powerful blast of cold cuts 


Snowball enemyhit Pointsinhalt. 


This hole producing-dance is a 
Snare popular setor steps. 

The Surge danceisadance of the 
Surge Ice family 
Ice Rabbit Tiseeldbunny hop recovers Hit 


Points for the party. 
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The King of Figaro castle is 
very handy with machinery 
and tools, making him a very 


valuable part of the team, He j 
also fancies himself to eee 


ladies’ man, but moves in that “3 
direction often result in fail- 
ure. 


Special Skills Tools 


Eda ar’s mastery of machinery turns out to be a very useful 
skill . He can use all eight Tools that are available throughout 
the adven- 
ture. Many of 
them can de- 
feat an entire 
party of at- 
tacking en- 
emies at once. 


The Tools command puts Most of the Tools hit 
powerful machinery in enemieswithavery strong 
Edgar's hands. blast. 


This arrow-firing device will 
hit all of the attacking 
enemies. 


The Bio Blast sends out a 
green cloud of gas over all of 
the enemies. 


Flash 


@ 


TheFlashhitsmonsters with 
a brilliant Hit Point-reducing 
light. 


Noise Blaster 


This big horn sends out a 
noise that confuses the 
enemy party. 


When Edgar uses the Drill, he 
can go right through one 
enemy's defenses. 


This odd item finds weak 
points in enemy attackers. 


This hard to find item is 
capable of destroying an 
enemy attacker with one 
slash. 


Air Anchor 


The Air Anchor is capable of 
making enemy attackers 
self-destructive 


Sabin is the brother of Kin; 
Edgar. After a falling-out wi 
his family, Sabin left forjthe di 
mountains and learned/they /7 


techniques and strong con- 
viction make hima good mem-f 
ber of the team. 


Special Skills 


The Blitz techniques that Sabin learns over the course of the 
adventure each call for a different button-pressing combina- 
tion. You can 
see those 
combinations 
using _ the 
Skills Menu 
from the 
subscreen. 
Every Blitz command Acorrectly executed Blitz 


requires the input of a will unleash a powerful 
button-pushing sequence. attack. 


When Sabin Pummels an 
enemy, he hits it with 
punching bag precision. 


AuraBolt 


The Aura Bolt sends out a 
white blast that pierces 
enemy defenses. 


Using this wrestling move, 
Sabin.Jifts enemies high 
above thegroundandslams 
themdown. 


Fire Dance 


=> SS 


The dance of flames 
spreads fire onto all of the 
enemy attackers. 


Sabin’s Mantra brings Hit 
Point recovery to the 
members of his party. 


The complicated sequence 
of the Air Blade resultsina 
wind-blown attack on all 
enemies. 


Spiraler 


Le 


The selfless Spiraler move 
takesHit Points away from 
Sabin andgives them tothe 
party. 


This tough technique 
delivers one big hit to a 
single enemy. 


Cyan 


Cyan is a soldier and swordsman of 
Doma Castle. An enemy attack on the 
castle has convinced him to join the 
resistance against the evil army. His 
sword technique will prove to be very 


useful. 


Special Skills | SwdTech 


The master of the sword can lash out at enemies witha series 
of brilliant strikes. There are eight different techniques in all. 
The ad- 
vanced tech- 
niques require 
more prepa- 
ration time 
than the oth- 
ers. % pee : : 
Cyanmustbuildupacertain When Cyan slashes, his 


amount of power foreach enemies take notice. 
technique. 


_ Dispatch | 


This quick attack has good 
results whenit centers ona 
single enemy. 


When Cyan is using Retort, 
he automatically attacks 
after beinghit. 


Fix 
With the Slash technique, 


Cyan hits enemies and earns 
Hit Points. 


| Quadra Slam 


It takes a while to prepare 
for, but this four-slash blast 
is worthit. 


Empowerer | 
eT 


This advanced technique 
takes Magic Points and Hit 
Points from the enemy. 


__ Stunner 


Thisincredible blast of Magic 
hits the whole attacking 
party and stops them. 


Quadra Slice 


The Quadra Slice hits four 
times with twice the 
strengthof the QuadraSlam. 


_Cleave 


This most advanced sword 
technique hits the entire 
attackingparty forbigdamage. 


The wild boy of the Veldt left 
home when he was very 
young. He now lives and com- 
municates with the animals. 
If you can manage to get Gau 


abl 


learn the powers of the Veldt 
animals. 


Leap / Rage 


When Gau is fighting with your party in the Veldt, he can 
Leap onto one if the attacking creatures and ride away with 
it. Gau will 

reappear in 

another Veldt 

encounter 

with knowl- 

edge of the 

monster’s : 
fighting tech- UseLeaptomakeGaulearn UseRa je tocarry out Gau's 


niques. the techniques of the learned techniques. 
monsters. 


Gau leaps onto the back of 
anattacking monster. 


In the next encounter, Gau 
is missing from the party. 


Gau returns, knowing the 
enemy's method of attack. 


Gau‘s Rage demonstrates 
his knowledge of enemy 
attacks. 


Rage on the 


hil 
Learning the Skills 
of the Monsters 


Wp 


Gau has the unique ability u) 
being able tocommuniéate wit 

ferocious beasts of the Veldt and 
learning their met babi au ack. 


ier? 


use. Some are more useful than 
others. 


The mysterious ninja, 
Shadow, is a loner. His 
only friend is his dog, 
dnierespicr. When Shadow 
joins the party, he brings 


with him the ability to tirowae 
objects with accuracy: 


Special Skills 


Shadow’s throwing skills allow him to hit enemies with ho 
danger to himself. Some village 5 J sell Weapons that 
the ninja can 
aim at enemy 
attackers. 
They have 
varyin 

srerels avid 
properties. 


Shadow can throw a A direct hit canmake a big 
variety of items designed . impression on enemy 
with that purposeinmind, attackers. 


\Celes 


At one time, Celes was a fle‘ 
General of the evil army. 

She has since been disifle 
sioned by the army and has 
decided to join the resis- 


tance. She has command 
over Runic Blade which 
absorbs enemy spells. 


Special Skills 


Celes has the power of Runic which;when cost, makes all 
enemy spells target her. She can absorb the spells without 
causing much 
damage to her 
or the other 
members of 
the party. 


UseRunictothwartenemy  SpellswilltargetCelesand 
magic users. fizzle out, giving her MPs. 


Setzer, 


The rich owner of the en | 
only Airship in the world 
likes to fly and he likes 
to gamble, too. When 

Setzer joins your party, 
you'll be able to use' his 
Airship to travel to 
remote parts of the 


world. You'll also gait a 
worthy fighting partner. 


Setzér's Slotattack,is.a bit of.a.gamblesWhen he uses it) the 
wheels of a slot machine appear aud start spinning. The 
results of the A 
spin deter- 
mine’ the a= 
ture of the at- 
tack, 


Special Skills 


Setzemhas access tothe ’ If you're lucky, the attack 
sie andpowerfulSlot will result ina big win, 
attac 


Setzer's 
Slots 


The effect of the Slot 
command depends on 
where the wheels 
stop. 


Lagomorph 
bd b4 
ahs! 


Any losing spin earns 
some Hit Points and 
status recovery. 


Chocobop 


ba ba ba 
This Chocobo combo 


calls out a flock of 
trampling birds. 


When Setzer is 
equipped with the 
Coin, Toss Relic, 
his Slot eld 
cr ain. 
| This attack uses 
” gold coins, costing 
@s Many coins as 


7-Flush 


h4 ha 
a ba pS 


All7’s brings defeat to 
theentireenemy party. 


This three-Airshipcombo 
hits all of the enemies 
witha strong blast. 


Mega Flare 


The result of this spin 
is similar to that of the 
Flare spell. 


Powerup Accessary 
Coin Toss 


The Coin Toss relic 
turns Slot into GP Rain. 


points of damage it inflicts. 


Joker Doom 
ba B44 ko 


This _ unfortunate 
combination brings 
defeat to both parties. 


Magicite 


Three Bars will bring 
out arandomly chosen 
Esper for a big attack. 


When three Diamonds 
appear, the enemies 
receive a blast of light. 


Coins-a-plenty rain 
down on unsuspecting 
monsters. 


StragO <, 2%» 5 
= & , Ze | 
The old man, Strago, is me! ~) Ls 
both a passive an 
powerful Blue Mage. 
He has the ability to 
learn the spells of some 


enemy attackers, but he 
must feel the oe of 


those spells before he 
can use them. 


Spec 


The special skill that Strago brings to your party is Lore. 
When enemies aim their spells at Strago and he is hit, he 
bounces 
back with 
knowledge 
of the spells 
after the 
battle has 
been won. 
The Lore command brings Strago can use spells that 


up alist of learned spells. fs re experienced first 
land. 


Aqua Breath 


This spellis the special 
attack of the water 
elemental. 


This spell creates a 
damaging and confusing 
stone attack. 


Aero 


The Aero spell emits a 
blustery blast of wind. 


This spelldecreases the 
enemy's experience 
level by one half. 


| Quasar 


The Quasar attack 
pierces enemy 
defenses. 


This strange spell 
cures status changes 
in party members. 


The Grand Train rolls 
through enemy 
defenses. 


This spell creates a 
countdown todoom for 
the enemy. 


Roulette 


The Roulette spell 
results in an 
unpredictable attack. 


This super-charged 
spell results in big 
damage. 


Clean Sweep 


Like the Aqua Breath, 
this a water elemental 
specialty. 


TheRippler spellmakes 
enemies trade status 
with party members. 


The Blow Fish hits 
enemies for 1000 points 
of damage. 


Force Field 


Use the Force Field for 
abarrieragainstenemy 
offenses. 


This spell results in 
gradual damage to 
enemy attackers. 


Pearl Wind 


When the Pearl Wind 
blows, party members 
experience recovery. 


Big Guard 


Safe and Shell spells 
are combined with the 
Big Guard. 


Pep Up 


This magic cures one 
character, but spells 
doom for Stragos. 


Reflect??? 


The effects of this 
Reflect spell relate to 
status changes. 


Revenge 


The Revenge spell 
deals out an equalizing 


L.3 Muddle 


Characters withlevels 
at a multiple of 3 are 
confused. 


L.4 Flare 


Characters withlevels 
atamultiple of 4arehit 
witha Flare. 


L.5 Doom 


Characters withlevels 
at a multiple of 5 are 
destroyed. 


L? Pearl 


The multiple factor is 
thelast digit of your GP 
total. 


The granddaughter of 

Strago, Relmisa 3," 
reat artist and a 

Fiend to Shadow's 

dog. She can sketch 


enemies and attack 
with their powers 
through her drawings. 


kil pi around her artistic-abilities. 
When she sk in enemy, she learys that enemy's 
methods of 2 
attack. She 
can also con- 
trol enemies 
while wearing 
the Fake Mus- 
tache relic. 


The Sketch command Relmisa living reminder of 
allowsRelmtoattackwith the power of art. 
the powers of her enemies. 


Save Your Progress 


It pays to save your 
progress when you have 
the chance. Always save 
immediately before 

you enter a no save situa- 
tion. 


Buy Potions Galore 


In the early parts of your 
adventure, Potions and 
Terra’s limited Heal spell 
are the only things that 
will keep your party going. 


Equip on Party 
Changes 


When characters join your 
party, make sure to take a 
look at their equipment. 
They may be in need of 
Weapons or Armor that 
you have. 


Explore Thoroughly 


There are many hidden 
items in the World of the 

game. Get in the habit of 
touching objects and 
pressing the A Button to 
ind Items. 


Losers Prosper 


Even if the members Sf 
your party are annihilated, 
they'll still retain their 
Experience Points. Don't 
reset the game. 


Esper 
Management 

Some Espers give rewards 
when your characters go 
up in Experience Levels. 
Make sure to equip with 
those Espers before level- 
ing up. 


Two soldiers escort the captured magic user, 
Terra, on Magitek machines. She is unaware of 
her magical origins. But, soon she will remember 


Magitek machines emit powerful 
blasts of energy. 


The first opportunity to save 
progress isin this cave. 


The Boss monster of the first 
cave is a giant snail. 


Exp. pointes 


When monsters are defeated) S = 
you'll earn Experience Points. 


UEOCE 


es 


Youcansave your progress onto 
any of three files. 


Aima Tekmissile on the enemy's 
head. Don’t attack the shell. 
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This battle is for the protection ‘Mog learns the Dusk Requiem 
of Terra. Dance in the cave. 


Inside, you can save, recover Hit 


) You'll find training, facilities 
\ Points and pick up tips. 


” & outside Narshe. 


Locke is good friends 
with Edgar, the King 
7 of Figaro. When things 
x Terra to the safety of 


‘ A é go sour in Narshe, Lock 
Figaro Castle. 


Once you're in the field, you can 
save your progress anywhere. 


Figaro Castle is in the middle of 
the desert. 
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On to South Figaro 


The drama between Edgar 
and the evil Kefka results |iaama 

in the sinking of the Castle 
in the desert. Edgar, Locke 
and Terra venture through 
a cave to South Figaro. In 
the cave, they find trea- 
sures and the refreshing 
Water of Recovery. 


South Figaro is in real dan- — 
ger of being taken over by PP EE =] 
the evil army. Our adven- 
turers decide to leave and 
seek assistance in their ef- 
fort to overtake the army. 
Before they leave, they 
should buy Sprint Shoes, 
Potions and Antidotes. 


Mountain Adventure 


Edgar's brother is in the mountains. The party meets up 
with this martial artist and other “Returners.” After 
some drama, they join each other and decide to move 
on together. 


Mt. Kolts is a maze of caves. 


Ashort fight takes place on the 


mountain top. 


Returner Hideout 


The Returner Hideout is 
the headquarters of the re- 
sistance. Terra is the key 
here. She has to talk to the 
leader, Banon, and make 
the decision to join the re- 
sistance. 


[River Ride 


The growing party takes a 
raft on the Lete River. 
While the party fights, 
Banon provides everyone 
with recovery from dam- 
age using his Health spell. 


| The Party Splits Up 


After the ride on the river, the story splits up into 
three different scenarios. You'll eventually play 
out all three 
scenarios. 
The order in noose a 
which you 
play them 
out is your 
choice. 
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Locke’s Scenario 


South Figaro has been taken over by the army. It’s up 
to Locke to go into the city and save Celes. He'll 
achieve his goal by using his ability to steal from 
attackers. The clothes of a merchant and a soldier will 
allow him to explore the city. 


Locke can gain access to certain 
areas of the city by stealing and 
wearing certain clothes. 


Banon’s Scenario 


Banon and Terra leave for Narshe to regroup and find 
out what to do next. Their quest is straightforward and 
quick. The only challenge is to find a way into the city. 


Celes is hidden away in the city. 
Locke must find her. 


The main entrance to Narshe is 
blocked off. You'll find another 
entranceleft of the trainingarea. 


Follow the star inside the cave 
to find the way through this open 
maze. 
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[ Sabin’s Scenario 


Sabin has a long road ahead of him. He will start at the edge of 
the Lete River and work his way through an enemy camp, several 
towns and a handful of challenging areas. Along the way, he'll 
meet up with Cyan, Gau and possibly, Shadow. 


Shadow may or may not join up 
with Sabin - it's your choice. 


PraNTow FOREST 


The Phantom Forest is a 
challenging maze. 


Wowdg, Toren PnauP Some 
a fue—priced items! 


Ghosts in the train fight, sell 
Items and sometimes offer to 
join you on your journey. 


When the party boards the 
Phantom Train, you'll finda save 
point in the caboose. 


Cyan joins when his castle is 
poisoned by Kefka. 


The engine of the trainis strong, 
but your party will winin the end. 


Sabin’s odyssey leads to Baren 

Baren Falls Falls, where he and Cyan-go 

over the edge. The fall islong 

and dangerous. The pair even end up fighting énemies 
on their way down, all in the name Oftadventure. 


—— 


Y 
When Sabi 
reach théBOto 
the 

river. Heng \ti ei 


thes 
boy, Gaeventually, they'll 
giving Him fool Gauknows wi t 
a} 2 find d mask that will allo 
S——_— them to breathitinderWater * 
anldycontinue ‘thei, adVen 


turesto Narshe.) <|  y 


The Serpent Trench is an 
(a Serpent BWR OM cnemy-packed, fast-flow- 
a> ing river. The party fol- 
OW of thexriver and makes a few turns to reach 

ep cavesiand safety in the port town of Nikeah. 


After eiembers of the party 
v buy items, relics, armor and jj 


weapons, theytcarffoard a Ves- 
sel and tak off for Narshe 
where. they ‘Will meet up with 
* the other-members of the resis- 


Db) 


The Adventurers Regroup 


Now that all of the adventurers are back to- 
gether, they can decide how they will proceed. 
The first thing to do is be victorious in a deci- 

sive battle, then listen carefully to the clues. 


Good Luck! 


| Final Fantasy: Ill Accessories | 


NINTENDO PLAYER'S GUIDE, 


INAL FANTASY SRF 

1 IVP pi fee 

‘Get the complete F EA@y 
= = 4 : 

lowdown on Final (eS 

Fantasy Il in this 160- , 

page player's guide, 

available now from 

Nintendo. The guide 

includes complete maps, 


strategies, and lists of 


Items and Spells. A tr e\. 


adventurer can’t be~ 


caught without it. (\ <f /¥\\ 
Ww 


Get your hands on Square ware. [ 


We've for a surprise fer all you Square Heads! Now you can 
order the coolest T-shirts, posters and other great stuff from 
Square. Just check out the catalog on the Poster and 
call 1-800-889-7638 to order. Call the Squaresoft Game 
Counselors at 206-861-0303 if you don't have a catalog. 


LIMITED WARRANTY 


SQUARE SOFT, INC. LIMITED WARRANTY 


SQUARE SOFT, Inc. warrants to the original purchaser of this SQUARE SOFT, Inc. 
software product that the medium on which this computer programis recorded 
is free from defects in material and workmanship for a period of ninety (90) days 
from the date of purchase. The SQUARE SOFT, Inc. software programissold "AS 

” and without any expressed or implied warranty of any kind, and SQUARE 
SOFT, Inc.is not liable for any losses or damages of any kindresulting fromuse of 
this program. 


If the SQUARE SOFT, Inc. software product fails to comply with this limited 
warranty, SQUARE SOFT, Inc. agrees to either repair or replace, at its option, 
free of charge, thenoncomplying SQUARE SOFT, Inc. software product, provider 

itis returned by the original purchaser, postage paid, with proof of purchase, to 
SQUARE SOFT, Inc.'s Factory Service Center. 


TO RECEIVE THIS REMEDY: 
1. DONOT return your defective SQUARE SOFT, Inc. software product to the 


retailer. 
2. Send the defective product to SQUARE SOFT, Inc. Factory Service Center at 


Westpark G-1, 8351 - 154th Ave. NE, Redmond, WA 98052 
(206) 861-6303 


When you write to us, please peovde us with your phone number and a brief 


explanation of what appears tobe wrong with the product. Theremedy provided 
aboveis your exclusive remedy if the SQUARE SOFT, Inc. software product does 
not comply with this Limited Warranty. ie ‘ 

This warranty shall not be applicable and shall be voidif the defect in the SQUARE 
SOFT, Inc. software product has arisen through abuse, unreasonable use, 
mistreatment, neglect or reasonable wear and tear. 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER 
REPRESENTATIONS, OBLIGATIONS OR CLAIMS OF ANY NATURE SHALL BE 
BINDING ON OR OBLIGATE SQUARE SOFT, INC. ANY IMPLIED WARRANTIES 
APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED 
TOTHENINETY (90) DAY PERIOD DESCRIBED ABOVE. INNOEVENT WILL SQUARE 
SOFT, INC. BE LIABLE FOR ANY DIRECT, SPECIAL, INCIDENTAL, OR 
CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR 
MALFUNCTION OF THE SQUARE SOFT, INC. SOFTWARE PRODUCT. 


Some states do not allow limitations as to how long an implied warranty lasts 
and/or exclusions or limitations of incidental or consequential damages, so the 
above limitations and/or exclusions of liability may not apply to you. This limited 
warranty gives you specific legal rights, and you may also have other rights 
which vary from state to state. 


SQUARESOFT* 


Westpark G-1, 8351 - 154th Ave. N.E. 
Redmond, WA 98052 


For a Square Soft Game Counselor, 
call (206) 861-0303 


from 8 am. to 5 p.m. PST. 


PRINTED IN JAPAN 


